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THE WORLD OF DINO CRISIS 2 


THE STORY SO FAR 


f The year is "2010, 12 months alter the BEE ae of Dr. Kirk. pim e on 

| the time travel capabilities of the Third Energy have continued. An entire military 

| base near Edward City in the midwest was given over to the experiments, but 

| something has gone wrong. Very wrong. The entire area—base, silo, city, and all—has 
| disappeared. Sucked into a different time, the area was replaced with a section of 

| prehistoric jungle. 

f Thirteen hundred people were in the area. A rescue mission has been launched, 
| sending a team through a time gate. There's no telling what they'll find... 


i You control two members of the d 

rescue mission: Regina, the 

| comely and capable survivor of 

_ Dino Crisis; and Dylan Morton, a | 
brawny soldier in the U.S. Army. 

You'll also meet a few others | 
in your travels. 


Regina is an agent 
affiliated with the 
Age 23 governme 


Height 182 cm Operation 


into the world of dinosaurs. 
Her best weapons are her highly trained mind jand 
body. She is more agile than any predatory animal and 
able to make cool judgments under fire. 
In this endeavor, she is cooperating with T.R.A.T., 
by special request of the government. 


Dylan is an American soldier attached Data: 
to the Tactical Reconnoitering 
and Acquisition Team (T.R.A.T. Age 23 
for short). Disciplined and — Height 180 cm 
tenacious, he possesses spirit ` 
enough to withstand any adversity. He has a deep sense of 
duty and is relied upon 
in a tight situation. : 
Utilizing his immen 
specialized in heavy artill 
bit slow. | 


David is another soldier attached to 

T.R.A.T. He is always cheerful and works 29 

to raise the morale of his team. He Age 

always wanted to be a cowboy and Height ` (Dei cm 
never goes anywhere without his ` 

cowboy hat. While not as skilled in combat as Dylan, his 
greatest asset is his gentle nature; he would sacrifice 
himself for his compania: — A 


Thrown into the world of dinosaurs by 
an accident, this survivor is ñ 
encountered in the Research Facility. Pge 

For some reason she is very antago- 
nistic toward Regina and her te 


f This section familiarizes you a bit more with the world that 

| Regina and Dylan live in and the area they're going to explore. 
This information isn't essential to playing Dino Crisis 2, but it 
can help you understand the characters and their motivations. 


| SECRET OPERATION d a de 
RAID TEAM (S.0.R.T.> ët ` 
This super-secret unit was formed by the former leader of — ca | 
_ TR.A.T., who resigned to head up the new S.D.R.T. unit. 3 dd p 
` This group is expected to engage in special, super-secret z E 
spy missions. It is affiliated with the government's | | TACTICAL 


S intelligence department and is equipped with the computer ` RECONNOITERING AND > 


and infiltration technologies necessary to carry out high- E > 
level intelligence operations. S.O.R.T. is an elite corps of : ACQUISITION TEAM kW 
experts, and the few people recruited onto the team are (TRAD 


fierce individuals, strong in mind and body. : : - E = : 
ee This special tactical unit is affiliated with the 


` army and is involved in jailbreaks, 

a s, Subversive activities, and other somewhat 
shady operations. TR.A.T. is composed of 
special recruits from the army and is 
known for its boldness in trying out cutting- 
edge weaponry. Members of T.R.A.T. feel 
that their leader was seduced away to 
start S.0.R.T.; there is an intense rivalry 
between the two groups because of this 
controversy. 


A 


EAAS 


p” 
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(THIRD ENERGY 7 


_ The Third Energy is a new type of power source. It's the third generation of energy sources, following on 

` the heels of the ages of fossil fuels and nuclear energy. The process involved ensures an almost 
ye Permanent supply of energy, using the ions present in the atmosphere. Air is brought into the Third 
" Energy Reactor, where energy is extracted as the ions decompose, are reconstituted, and then released. `: 
i If the energy reaction that occurs within the reactor core gets out of control, the air breaks down, and ` 
` the energy that is created spills outside of the reactor. Depending on the scale of the mishap, the 
` components that make up the atmosphere in the vicinity can be destroyed in an instant. In such an event, 
` massive amounts of energy, on a scale not normally possible in the physical realm, are released. Dr. Kirk, 
` a year earlier, showed that such a release would cause time itself to shift and disrupt. 
E The accident that plunged Edward City into the past resulted from such an uncontrolled release of 
` Third Energy. 


| EDWARD CITY 
- After the retrieval of Dr. Kirk's data disk (Regina 
brought it back in the original Dino Crisis), this city 
was built for Third Energy weapons research and 
| development. The city was built near an existing 
military base by the side of a lake. The core of the 
| facility is the research section, where the latest 
technology has been gathered. In addition, the city 
has housing, a military base, and Third Energy 

` management facilities. The city was named for 

| Professor Edward Kirk, who established the Third 
Energy Theory. 


Research Facility 
4 Third Energy research is conducted here. | 


: KE) The building that housed new weapon 
developments was enlarged, and secret 
materials were brought in. 


7 Although ostensibly connected only with 

the Third Energy project, there is a 

weapons testing area and a place to fire 
large missiles. 


Military Base 
lO) In addition to guarding the research * 

l facilities, the military is entrusted with 

all aspects of security, such as | 


preventing any research from leaking to 
the outside world. 


Edward City Housing 
The staff and their families live here. + ` 


y 
There are approximately 1,300 
inhabitants. 


H O Materials are brought in several 
times a month, and the process is 
controlled by the heavy-handed 
military personnel. 


Third Energy Management Facilities 
@ Thira Energy experiments require massive amounts 
: of energy instantly. 
Because inhabitants are essentially : : 
/ restricted to the city, everything is @ this energy is provided by the recently completed 
contained therein. y Third Energy Reactor. 


! The Third Energy Reactor was built at the bottom of 
the lake so that the heat created by generating 
=> such massive energy would be continuously cooled 
tie ide > IN by the water 
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DIRECTIONAL ADVICE 


| Controlling Dylan and Regina will be second nature to fans of | 
the first Dino Crisis and any of Capcom's survival-horror d 
| games. There's one trick that you must remember: 
Pressing * always moves the character forward. No matter | 
where the camera is, * moves your character in the 
| direction he or she is facing. 

So, at all times, the controls are: 


A new feature that Capcom has added in 
Dino Crisis 2 is constant running. The 

_ characters are very aware that the lizards 
after their blood are fast and vicious. So, 

_ Regina and Dylan run everywhere without 
being asked. 


S = These i A 
D-pad Resulting Movement RAI ? A E 


Forward d members 1 MN : ag 
Backward i are always | AF r 

To Character's Right = = = | au 

To Character's Left 1 ~ 


tees 


Y | However, if you are using a heavy weapon 
and moving at the same time, you'll slow to 
a walk. lt takes a bit of effort to hold a 

| | large machine gun and fire it. 


f Another familiar feature for those who played the first Dino 
Crisis is the Quick Turn. A single tap of R3) spins your 
character 180 degrees. This can be a lifesaver. You can 
make a fast escape or quickly face an enemy behind you. 
Don't forget the Quick Turn; you'll come to love it. 


© The big guns 

aa | slow down your 
Press R3 a? : | character. The 
and your y mm ` _ punch these 

| characteris RNE S babies deliver, 
ready to a — though, makes it 
fightorflee E a ` SE d 2 easier to cut - 
tothe rear $ 3 : | through the dinos. 


= ; 
E ‘Movement underwater is even slower, 

for obvious reasons. With the drag of the 
l water, even walking becomes a chore. Take 
Not much ; e : | that into account when you're fighting 


ofatrick ` | underwater. The pressure makes it difficult 
DOWN to it. Just 4 | to raise your weapons. 

press X | 
to step up. 


The islands in Dino 
Crisis 2 are not 
smooth and level. J 
Ledges and ladders o 
dot the paths. Simply stand in front of ladders and stairs i Allow yourself 
and press X to use them. extra time to raise 
When there are short ledges or small drops to get AR your weaponsif | 
down, you can bypass the ladders. If it's not too far down, ee Yougetinajam. $ 
simply move to any | ~ 
Hop on down. Your part of the edge fe 
_ character's ability and press X. e 
to skip a ladder The character 


Deep-sea diving 
isn't a speedy 
activity, but it's a 
necessary one. 


> If the camera angle doesn't show you the 

` can make fora will jump down. ~ bottom of a drop, play it safe and line up with 
¡car : jump — 

quick getaway if = the ladder before pressing X. It may be too 


* the lizards are - ; : > 
E getting too thick. I> ar to jump down. 


A 
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“HEALTH 


¿[This is a very crucial section for successful gameplay. Dino Crisis 2, as discussed in the introduction, focuses 
heavily on combat. You face countless sharp teeth and claws as you battle the most perfect killing-machines 
nature ever created. Naturally, monitoring your health should be a great concern. 


THE HEALTH BAR HEALTH CHART EE 
| In the upper right-hand corner is the Health Bar. Its | Condition HP Bar Color 
A a visual representation of your character's hit points. | Good 551 to 1,200 Green 
| Both Dylan and Regina have a maximum of 1,200 hit | Warning 251 to 550 Yellow 
«| points each. As you lose health the bar will lower l Hanger 1 to 250 Red 


` and, at certain points, change color. . > ge 
A solid green means you're doing all right. When the gauge gets a to the bent e of the | Se the 
| color ge. to yellow. That means you're in a little trouble but can take another light hit or two. 
— Your health meter turns red past the bent part of 
ak the bar. Once that happens, heal yourself fast. 


SS attack by a dino when your health _~ Another hit and you're going to die. 
is in the yellow can finish you off. Don’t take A 
ant chances when you're at the yellow 4 e Green 
warning level. : 2 4 means go. 
Seen Se SE You're in 
deeg See Ge e : top shape 
Ny aa a WA ae A Ses ; Ze and ready 
z z + to face 
BLEEDING E anything. 
™ Sometimes, a dinosaur makes a ripping attack. lt tears at | 
3 you so viciously that the blood loss from the wound keeps 
| doing damage. You'll bleed for three minutes or until your : 
d : ` 3 when your health is 
character dies, whichever comes first. A atthe yellow level. 
After you suffer a ripping attack your character leaves a | Re ig L BE Putdinos down 
trail of blood. Plus, your Health Bar turns bright red (no l . É * fast! Don't give 
# matter how full it is) and begins to pulse. You need to use a | dé i _ | them the chance to 
| Hemostat or a Med Pak L as soon as possible to stanch the e | deal a killing blow. 
blood flow. e - 
If you're outside when \ : 
you suffer a ripping attack, When your Health E k Hee 
| the blood will attract Bar turns red and — - heal yourself 
RE e Pulses you need = UN immediately. 
seconds of bleeding, and o | A strong 
| then another every seven | around. i wind could 
seconds until there are e ay 
| four. They buzz around and 
| nip at you. You wont take any 


| Tread carefully 


_ damage, but the character will eent 

| react to the bite. That reaction pests can 

| Can interrupt your attacks, distract you | De 

_ letting a dinosaur have another frommore |= P : zg $ Don't bleed Se 


+ | swipe at you. — #Pressing ee ; B | Hemostats on hand and 
| You can kill mosquitoes with oo : i Ase > pa 
| your weapons, but it isn't worth the S makes you leak. S 

_ effort. As long as you're bleeding, more will show up to 

replace the ones you've smacked. Plus, you dont get any `` > 


A points for kiling bugs, so wy bother? 
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Dino Crisis 2 requires a lot of combat, so you need to know how : 
a to fight. We'll discuss the specifics of each weapon available later. 
- Launcher takes 3 : 
two hands, so For now, we'll explain how to use these weapons. 
- you can't have a ‘ ; There are two types of arms: the Main Weapons and the 
| Sub Weapon: E Sub Weapons. You can e one of each equipped unless a 
eae | = Main Weapon needs gum ; 
a two hands to operate. press and hold 

- All the Main to make 
Weapons are controlled with two buttons. Press and hold Rd to | eens 
bring up your Main Weapon. Press X to fire it. Hold down X for ( AUA oe | 
continuous fire if you a e EE S : 


A Flame : 


(K also acts as 

an auto aim. When you CAS : à 
hold it down, your character aims at the nearest enemy. 
However, you often have multiple enemies to take care of. Press 
and hold (83), then tap (ED to Ss aos You can aim at a dino, 
fire to knock it down, tap emm = e 
J EN, and fire at the dino f 

sneaking up behind you. 
All de Sub Weapons are controlled by O. A single press of e 
and your character will use it. However, you may need to tap RI 
first to get the weapon oriented at the nearest enemy. Holding 
down @ will not make your character keep using the Sub Weapon. 
ae must Pe o a time ~ want to use it. 


- before using 
your Sub 
Weapon. If you 


gp ieee aA SE EC re eS ec Se REISE 


f As we'll discuss in the next section, Dino Crisis 2 uses a point 
system. Those points allow you to buy useful items and weapons bot Soni 

| at the Extinct Point Service, or Save Shops. L : e evo naked m 

In addition to shopping, you can also save your game at the d he maps in the 

| Save Shops. There's no cost, so make use of the Save function ` } zg walkthrough S 
| often. You don't want to have to replay large chunks of the game | _ Sections. We'll also. 
if you happen to falltoa | |. list what you can 
dinosaur's attacks. ` = es eah een 


4 Here's an Extinct _ 


a Highlight the 
Unused. E _ word Save and & 


j SHOP y SR Dress X. Then 
SAVE l E : select an open = 
4 Z E slot and press | 
Save Data on Memory Card K fa E X to save 


ant 


your game. 


You can also use your Extinct Points— / : 
the points you earn for slaying lizards— | © : : there's your 
to shop for equipment. Weapons, S E list of shopping 
ammo, and medication can all be : i 4 sections. Find 
purchased at the Extinct Point Service. == e out more in the 
In-depth detail on that function can be : : : nog 
found in the “Equipment” chapter. oe 


f Dino Crisis 2 departs from the standard survival game with the introduction of a point system. Simply put, 
Ä you earn points for fighting dinosaurs, and you spend them on equipment and healing items. 

| You can earn points several ways, but all of them involve fighting the bloodthirsty lizards swarming all 
| over the islands. The characters are in danger almost ee: step of the way. So, you have to balance your 
Sie a as Aga the EE SS 


KILLS l 
i _ This Velociraptor 


_ The source of points is simply é | is worth 100 

| slaying dinosaurs. Each dino has S | points, as you 

a point value that you'll be cogs | can see in the 

awarded when you put it down. = ] Sege 

That value is displayed on-screen a the Health Bar. M The lizards usually 


as soon as the dinosaur dies. 4 have a death rattle; they 
Shake and twitch before finally 


e 2 SE F i expiring. You may be temp 
So eS : ee = = = E keep shooting, but if you see 
COMBOS points come up on-screen ther 
heed to waste the ammo. 0 
points are shown, t 
won't bother you ag 


When you encounter several enemies at once, you have the chance to 
get a combo; killing several dinosaurs simultaneously—or within a few 
seconds of each other—earns you extra points. 

To score a combo you must kill a series of dinosaurs—two or more—in 
rapid succession. For example, you gun down a Velociraptor and get the 
display of 100 paints. If you kill a second Velociraptor before the points from 
the first lizard fade from the screen, then it counts as a combo. 

You can keep a combo going as long as you find and exterminate dinos before the score from 
oe ES kill disappears from the screen. 


Here Regina has earned 
points for using the Flame 
Launcher on a poisonous 
“pp-34" Plant. The points 
begin to fade...but then 
she burns another plant 
and gets the combo. 


As mentioned before, combos net you more points than simply killing off foes singly. A single 
Velociraptor is worth 100 points, but the second one you kill in a combo is worth 120. If you get a 
| third in that combo, it will be worth 140 points for a total of 360 points. 
Killing those three Velociraptors singly would only be worth 300 
| points, so it makes sense to try for combos. combo score — 
The right weapon is essential for monster combos. The Missile Í and it's not even 
Pod is a point-scoring fiend, but it takes a while to get the weapon. = Dour bost Those 
The Submachine Gun is another good combo weapon. The Solid : po oe _ points can add 


| Cannon is a great one for combos on Oviraptors, and it's available : : up fast, so make 
early on. l he most of the 
| combinations. 


Now that's a 


' COUNTERS 


The counter is the third method for getting points. It can be riskier than going 
toe-to-toe with those lizards, though. To get a counter you must interrupt a 
dino's attack. For example, if a Velociraptor leaps at you and you blast it 
before it connects, you have interrupted its attack—you've countered it. 

The increased risk comes from the fact that—if you're looking to get a 
counter—you have to /et the dinosaur attack before you shoot. If you miss, 
your character will suffer for it. Mostly, counters happen in the heat of battle, 
unplanned. 

The benefit to countering is that the damage dealt to a dinosaur is 
increased by one and a half times. So, a gunshot that normally would do 50 
points of damage will do 75 points of damage if it's a counter hit. 


Velociraptors love 
leaping at you to 
~ close distance fast. 
_ Shoot when they 
___ leap and you'll 
knock them hack, = 
earning a counter. | 3 


POINT CHART 


RING AÑO come o int 


Here is the breakdown | / Dinosaur Enant Points Awarded 
of the points you can = 
earn for combos and 1 é 3 4 3 5 1 g 3o 4 
counters. The "Combo Oviraptor 100120 140 160 180 200 220 240 260 ` 
Increases," shown in Velociraptor 100 120 140 160 180 200 220 240 260 
oe. Pteranodon 200 240 "mm 320 360 wm 440 480 520. 
EE a Plesiosaurus (neck) 400 480560 640 720 800 880 960 um 
each dinosaur in a l __Inostrancevia 600 720 840 J60 1,080 1200 1,320 1,440 1560- 
combo string. Only your | _Mosasaurus 600 720 840 960 1,080 1,200 1,320 1,440 1,560 
total score will be Allosaurus 5,000 — — — — — — — = 
shown on-screen. ` Triceratops 5,000 — — — — == = = = 


` Plesiosaurus (body) 10,000 
` Tyrannosaurus Rex* — — — == = = = = 
Giganotosaurus 15,000 — — — — = = = ERE 


For example, you kill 
a Velociraptor for 100 
points. You combo on a 
second Velociraptor, 
which is worth 120 


QA Wey won't EE wal Pepene 2 othe T. Rex, pu you can n pante for i at him and nens E that is ory: ii a A de 


points. The third Para AS ae 
Velociraptor is worth QUNTER POINTS af si ag 
140 points and the = -e 
fourth 160. So, you've j “Dinosaur Points for a Counter 
earned 520 points (100 | z 
+ 120 + 140 + 160). A M 
; ` _Velociraptor 50 
Í The screen e =. A ` Pteranodon_ BEI 
| displays the total E i ` Plesiosaurus (neck) 50 
i a of paints g ` Inostrancevia 400 : 
you've earned for A SS = 
a combo. Here's ; ` Mosasaurus 200 
_ that 520 points for — -Allosaurus 800 
_ a four-combo on . KE SSES 
on. : Triceratops 150 
e Plesiosaurus (body) 300 = 
Tyrannosaurus Rex 500 


\ AGAMES.COM > ` Giganotosaurus 1,000 


sh 
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SPENDING POINTS 


So, why should you spend time collecting Extinct Points? 


Because they can be used to buy ammo, medicine, weapons, 
and tools. Some of those weapons and items are necessary to 
complete Dino Crisis 2, so don't skimp on collecting Extinct 


- Points. 


The Extinct Point Service shops are scattered throughout 


- the maps. Each is marked, but they're not hard to spot in a 
game. Keep your eyes peeled. 


This is an Extinct Point 
Service, or Save Shop. 
You'll be able to spend 
your hard-earned 
points on new toys to 
help you earn points 
faster and safer. 


PRIMAGAMES.COM 


GETTING THE GOOD STUFF 


nemen 


EE, 


d of the items in Dino Crisis 2 are for sale in the Extinct Point f 
Service shops. You start with some basic equipment, but you'll 3 I ag At the Extinct 
need to upgrade rather quickly. To do that, sper y jj Point Service ` 
hard-earned Extinct Points and buy some bel rdware AU T ee 
Even if you don't want a bigger gun or a new Sub Weapon, you r È Shops—you'll find 
will need to reload the guns you d e. That takes more points. e i] almost everything 
Medicinal supplies also cost point 1e- Extinct Point Service | p f you need. 
shops. So, the overwhelming mé i N 
should be apparent. 


TETN 


4 es CS 


press X, which brings up four choice: 


‘ Magazine, and Tool. : ~ -o «Which will 
g : it be? 


7 The sections indicated by the page numbers 
go into detail about what can be found under 
2. those Shop SS 


Magazine: See page 18. 


Buy Weapon Integrated into 
a, Weapons information. 


@ BACK 


THE BASIC EQUIPMENT | 
| Dylan and Regina, being part of the | REINAS STARTIN 


elite T.R.A.T. and S.0.R.T. forces, 
respectively, aren't sent into the 

wilds with no gear. They both start omen : oe Bee 12) 
with some basic equipment to help | Med Pak L 
them survive in the hostile | 
environment they've been thrown: 
into. It's possible to get far without 
changing their weapons, though the 


Weapon (rounds of ammo) | Recovery Item 


Research Facility ` E 
Keycard (from Dylan) 


arsenate 


| Resuscitation Pak 


Se 


going can be tough. : Weapon (rounds of ammo) [Recovery item 
Here's a breakdown of what : Shotgun (100) team) ` Hemostat 
you'll find in Regina and Dylan's Machete ks Med Pak S 
| Med Pak M 


inventories at the start of their 
games: 

K 

N alll 


| Resuscitation be 


see een ap E 
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Here's the lowdown on all the dinosaur BEIGE armament you can 
get your hands on. These entries cover all-sorts of infermation. 
Study the example and you'll be able to read them in a heartbeat. 

When you're in the Magazine section of the Save 
be able to cycle through all your available weapons.. 


The Magazine 
Service lets 

you access all 
your weapons. 


reload, select the weapon you want to fill up 
“Charge. Press X. 


Here's a view 
on i of the reloading 
BECH j screen. Press 

Ka 


; 19 
S|] [eee want to add room to, then select ball ` 


You can add as much 


» CHARGE f] gauge. 


Set number of ammo to buy- 


"` @ Sack 


Space as you can afford. 
If you're single-minded 


Here's the 
Cartridge 
screen. You can 


about it, you could pump up the capacity to 9,999 rounds—but 
there's no reason to do that. 

In general 300 rounds is plenty of ammo for a Main Weapon. 
The Flame Launcher and Submachine Guns eat ammo at a crazy 
rate, so they may need a bit more. However, don't feel you have 
to raise each and every weapon's ammo capacity. Choose the firearm you like to use most often and 
concentrate on that one. 

Sub Weapons can also be pumped up, but again, don't go hog wild. The Firewall is our favorite, and 
we'll only raise it to a maximum of 130—but that's if we're overflowing with Extinct Points. 


choose to add 
different 
amounts of 
ammo capacity. 


-> 2 E 
"ENT 0069620 refe CARTRIDGE 
Choose cartridge to buy 


EBAK ` 


¿Hand Gun ` 
ost: DH $ 
GAME INFO: A || DAMAGE: 


1 

¡Has a very small... | | 400 
recoil action. «You 

n fire the | ONE- +50—2,000 

weapon even while (Lë HANDED/ | F1LO00—3,000 

you're running s| RUN +200—5,000 


MAGAZINE: 
COST PER ROUND: 5 


IR 
Notes: Regina's standard firearm is the Hand Gun. It's a fast- 
your shots vill affect only one lizard at a time. Use the Spin 
works very well with the Firewall and the Large Stungun Sub 
away with che pistol. 


ing weapon, but, unlike the Shotgun, it has no sp 
cle trick to keep those beasts at a distance. The Hand Gun 
leapons. Use them to kr ock back the dinos, then blast 


This indicates what 
upgrades you can make to 
your magazine capacity and 


Here you can check if the NGIC | Zë - 


weapon requires one or 
two hands to operate. If 
it's two-handed, then you 
can't equip a Sub Weapon 
simultaneously. The second 
element tells you how fast 
you can move while using the 
weapon. 


e e 
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Enan Rifle 
(Cosi: 1-38,G00, h-16,000 


| GAME INFO: A | DAMAGE: | MAGAZINE: 


Penetrates through 1.600 
almost. anything, | 1,600 COST PER ROUND: 20 
| |The recoil is so ONE- ¡| +20—8,000 


HANDED/ || +50— 1 4.000 


tremendous you | 
:¿+100—24,000 


have to stop to fire. 


WALK 


R S 
Notes: This baby packs a lot of punch but has a very slow speed. You won't be firing very rapidly. Use this on smaller 
enemies only if you can get them bunched up so you take out a few with one shot. The power is a great asset, but the 
slow speed makes it a bit clunky. Against one Allosaurus, it's a honey of a weapon; against Pteranodons, it's a nightmare. 
One shot will kill a flying beast, but hitting it is a chore best left to the Missile Pod. 


Flame Launcher 
Eosi: n-& = ORU, H- 16,0 ga 
| GAME INFO: | A | Damace: | | MAGAZINE. 
| Launches wide: | 800 | cost PER ROUND: 10 


\ | range blazes. | | 
| Effective on certain || TWO- ¡| +50—5,000 
HANDED/ || +!OO— 10.000 


| kinds of plants: Fire 
| while you walk. WALK +200—1 4,000 


"PR -5| 


Hand Gun 
| Cost: f- O, H- -0 


GAME INFO: 
Has a very: small 
‘recoil action, -You 


| DAMAGE: | MAGAZINE: 


|| 400 _ || COST PER ROUND: 5 


| can fire the ONE +50—2,000 
| weapon even while || HANDED +1 00—3,000 
Eë (GG running: e | RUN +200—5,000 


3 
— | 


Notes: Regina's standard firearm is the Hand Gun. It's a fast- firing weapon, but, unlike the ‘Shotgun, i it has no spread. So, 
your shots will affect only one lizard at a time. Use the Spin Cycle trick to keep those beasts at a distance. The Hand Gun 
works very well with the Firewall and the Large Stungun Sub Weapons. Use them to knock back the dinos, then blast 

away with the pistol. 


Heavy Machine Gun 
Cost: 1-35,000, H-10,0G60 ee SÉ 
GAME INFO: DAMAGE: | MAGAZINE: 


lá 600 | cost PER ROUND: 3 
and power are the S 
features of this E - | +200—6,000 

| | largemachine gun: BI: i HANDED/ +t500—1 2,000 

// Fire while you walk: | E. e a +1 000—20,000 


Notes: This gun is a bruiser. It's got a good attack rating and great speed, and you can still use Sub Weapons. It's tough 


to choose between this and Regina's Submachine Gun but, against the Inostrancevia, the Heavy Machine Gun and the 
Chainmine are a deadly combination. It also works well with the Firewall. 


Missile Pod 
Cost: -50,000, H-100,000 


[GAME INFO: | DAMAGE: | MAGAZINE: 
Fi ing: | 11,600 X 3) 
| Eipes tea ong | | COST PER ROUND: 60 
rockets. at once. i e 
|) ¡The most powerful TWO +1 0—5,000 
| weapon overall. 1 HANDED +20—8,000 
E : +50— 18,000 


Notes: The Missile Pod is to die for. Scrape together enough Extinct Points for this bad boy and you'll be the king of the 
jungle. It fires three homing rockets that pack a mean punch. It's amazing against Plesiosaurus and Pteranodons, helping 
you rack up major combos and No Damage Bonuses. Beg, borrow, and kill to buy this weapon. 


‘If you can, buy 
Missile Pod and return to 
the Srd Energy Facility. Just 
spend time blasting the 
Plesiosaurus and Pteranodon 
packs. You can get 22-hit combos 
if you play it ght! Your 
Extinct Points will so 
through the rool. 


Pochet Launcher E? O 

Cost: N-50.000, H-10G,G01 NX 
| GAME INFO: 
| The most destructive | 
| weapon. However, the) L | 
[recoil action is too | TWO [+ O= 7.000 
(large for you to fire | LAND D +20—1 2,000 
¡the weapon-rapidly: = | A VALN +50—24,000 

ZZ R K | 
Notes: The Rocket Launcher 


| DAMAGE: | MAGAZINE: 


is tempting because it has the strongest blast, but the recoil is so severe that it takes a 
long time to fire. The Solid Cannon is going to be more useful when playing Dylan. Save your Extinct Points and buy the 
Missile Pod for Regina. Then, if you have an extra 100,000 points, pick up a Rocket Launcher. 


PRIMAGAMES.COM 
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V Solid Cannon 
Cost: 1-48.00, H-36,000 


| GAME INFO: A 
==" | Destroys: cells by 
vn, | way of vibration. 
| | Effective for a few 
| | Seconds even after 
initial: fire. 


| MAGAZINE: 
| COST PER ROUND: 25 


+20—5,000 
+50— 10,000 
+1 00—1 5,000 


HANDED 


R S| RUN 


Notes: The Solid Cannon is a handy weapon, especially against swarms of carnivorous reptiles. Its range is awful, but the 
ball of electricity it fires stays in place for a moment. Plus, you can safely run through the ball. So if anything's chasing 
you, fire the Solid Cannon in front of you as you run, and your foe will smack into it. You can use Sub Weapons with the 
Solid Cannon, but it knocks creatures around well enough on its own and has a good rate of fire. Its short range is its 


worst feature but use it against the Allosaurus for surprisingly good results and against Oviraptors on general principle. 
Get it. You won't regret it. 


Y Shotgun 


fA 


| |and-wide:range. 


Cast: LD. H-G 


GAME INFO: 


j tt shoots scatter- 


shots and is capable | 
_of hitting enemies 
| both close range ` ` | 
R 


See 
~| DAMAGE: 


pp, eg 


H 

| ee, : 
[SHORT—600, | MAGAZINE: 
| MID—400, I 

| LONG—200 | COST PER ROUND: 10 
' +50—2,500 

+1 00—4,000 
+200—7,000 


ONE 
HANDED 
RUN 


Notes: Dylan's initial weapon is a mighty useful one. The Shotgun has a spread that hits several enemies with a single 
shot. It also knocks down the Velociraptors with a quick blast. These qualities make it easier to get combos and keep the 
dinos from getting any hits on you. The Shotgun can serve Dylan well for a long time. It's cheap to reload, has a fast rate 


of fire, and carries a decent damage rating. lt works especially well in combination with the Firewall Sub Weapon. Trap a 
few lizards in the Firewall and then shoot them all down. 


'¡Submachine Gun 
¡Coste fN-42,000, H-29,000 
| GAME INFO: A | A 
lightweight weapon: 
held in both. hands 
Shoot even while run- 
| | ning: However, fire: 
/ | power is meager. 


: | MAGAZINE: 
| COST PER ROUND: 2 


+500—6,000 
¡+1000— 10,000 
+2000— 1 8,000 


Notes: The low damage rating is deceptive. The rapid rate of fire, from two guns, quickly makes mincemeat out of most 
enemies. Plus, the two guns track separate enemies. So, if two Velociraptors are coming at you from different angles, 
Regina can shoot both simultaneously, and run while doing it. A good weapon overall, the choice between this and the 


Heavy Machine Gun is a tough one. However, an encounter with Inostrancevia can tip the scales toward the Heavy 
Machine Gun. 


Chainmine 
(Cosi: M-12,000, H-29,000 


q ERA 
GAME INFO: | DAMAGE: | MAGAZINE: 
a (Elres five. mines. into i A ¿500| | COST PER ROUND: 20 
' the ground, blasting | 


d ¡them consecutively 1 ONE- +10—2,000 
1 and turning the e HANDED  +20—4,000 
enemy on its back. | 2 | +50—6,000 


Notes: The Chainmine is almost essential to defeat Inostrancevia. The Sub Weapon fires out a string of five mines, which 
then detonate one after the other in quick succession. They'll knock down smaller dinos and flip over the Inostrancevia 
exposing its soft underbelly. It's excellent in combination with Regina's Heavy Machine Gun or Dylan's Shotgun 


a Firewall 
Cost: N-5,000, H-10,000 


| GAME INFO: || A | DAMA 


| 1 GE: | MAGAZINE: 
C || | 100 | cost PER ROUND: 10 
, Of fire, enabling | 


| you to avert 


ONE- +20—2,000 
| | frontal attacks. 


| +50—4,000 
HANDED | 4160—6.000 


Notes: The Firewall is a very E Sub Weapon. It throws a wall of fire i in front of your character. Smaller lizards get 
stuck in the flames, making them sitting ducks. If you're surrounded, throw up a Firewall and then Quick Turn to face the 


dinos behind you. The wall temporarily defends your back. The Firewall is best used in combo with a rapid-fire weapon or 
the Shotgun, with its spread shot. 


¡Large Stungun 
\Cost: N-G, H-0 


| GAME INFO: | | E DAMAGE: 
The-gun puts out 
5, | a high-voltage | 
| | Shock, immobilizing | 
| the enemy. | 


| MAGAZINE: 


HANDED 


=] | | 
Notes: This shocking little number acts ina similar r manner - to Dylan's Machete. Regina can knock down dinos and then 
blast them. Also, the Stungun can override electronic locks on certain doors or keep power flowing through circuit boxes 
Use it in conjunction with rapid-fire guns to keep your enemies at bay or simply to clear some space for you to run 


Large Siungun with Power Battery 
Cost: N-15,000, H-15,000 


R S 


Notes: You can buy the Power Battery to boost the Stungun's power. It makes it slightly more damaging, but the improve- 
ment isn't worth the Extinct Points you'll spend on the Power Battery. 


SE, | MAGAZINE: 
| N/A 


Notes: The Machete is Dylan's first Sub Weapon. It can knock down the Velociraptors he encounters, giving him some 
time to blast them. It can also cut away vines from a door, allowing him to get through. The best feature of the Machete 
is that it doesn't have to be reloaded. However, killing dinos with it is a tedious and sometimes dangerous chore. Mostly 
use it to knock down your foes before you shoot them. 


NOLTE 


The Machete and the Stungun can hit several targets with one swipe. Any beastie caught in the sweeping arc 
of either blade will feel it. So they can knock down a group of dinos if need be. 


Machete improved with Heavy Blade 
Cost: M-15,000, H-i5,G00 


MAGAZINE: 
N/A 


HANDED 
Le 3 


Notes: This is the Machete with the Heavy Blade attached. It does a bit more damage, but it isn't worth the Extinct 
Points you need to spend to get it. Save your points for other items. 


(OO: 


You'll find the Heavy Blade in the Tool section 
of the Extinct Point Service Save Shops. 


UNDERWATER WEAPONS 


(During Regina's trip into the 


| Aquagrenade 
(Cost: N-20,000, H-90,000 


AME INFO: MAGAZINE: 
lost. powerful-under- 


water weapon The i | | ¡| COST PER ROUND: 50 
| | Aquagrenade fires | i | ER ¡+10—4,000 
| ¡smell torpedoes ándis || | de ¡ +20—6,000 
* capable of: destroying i || HANDED ¡¿+SO—1 2,000 
2 hard rr materials R S | 
Notes: This is the only weapon you have to buy while underwater, but you have to buy it. ‘It's a handy device for killing 


the water-logged dinos, but it costs Extinct Points to reload it. So, use it on the Plesiosaurus but stick to the Needle 
Gun with the Mosasaurus. 


Needle Gun 
(Cosi: 1-G, H-0 pe 


‘GAME INFO: || SHORT—6OO, MAGAZINE: 
A basie underwa- | MID—500, 


. |ter-weapon that ¡|| LONG—400 | N/A 

| fires three needles 

| | simultaneously. 
Unlimited needles. 


S | DAMAGE: 


ONE- 
HANDED 
Notes: The Needle Gun's most pleasing feature is its unlimited ammo. Spend your time underwater wisely and you can 
earn massive amounts of Extinct Points without any cost. Used in combination with the Shockwave, the Needle Gun is 
impressive. Knock the enemies out with a Shockwave blast and then fire away. 


, Ghochwave 
Cosi: LD. H-U © 


| GAME INFO: 
Shoots.a wave of 
shock immobilizing 

1 underwater 
enemies: 


HANDED 
í AO 
Notes: This handy Sub Weapon knocks out the underwater Mosasaurus. It also blows you backward, so be careful if 


you're on a ledge. The dinos stay stunned for several seconds, unless you shoot them with the Needle Gun, in which 
case they'll come to and attack again. Hit them with the Shockwave again and then keep firing. 
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l — 


Hemostat 
Cost: 1-iGG, H-100 


¡GAME INFO: 
a Stops the bleeding, 
a || but it will not 
stop bloeding 
\ recover your 
j saani 


SC GE 


Notes: The Hembetat geng your i character from 
bleeding. It won't restore any lost hit points. 
They're useful and cheap, so keep a couple on 
hand at all times. 


| Med Pak M 
| Cosi: de 800, H.-G 
GAME INFO: 
¡Fully recovers 
| your health but 


does not stop 
j ES bleeding 


Notes: This Pak fully restores your hit points no matter 
how low you are. They're a bit pricey, so only use them 
when you're in desperate need. Make sure that you 

have several at all times—despite the price. 


Resuscitation Pah 
| Cost: 1-3,G00, H-10,000 


[GAME INFO: 
'You-can return Lo 
¿life with your 
health fully 

_ restored. 


Notes: If you have a Resuscitation Pak in your inventory when 
you get killed, you'll get a chance to continue. You'll be 
restored to full health at the beginning of the room you died 
in. You can use Resuscitation Paks to just restore health 
“when you're low, but they're too expensive to waste. 


Notes: This Pak restores about half your hit points. 
You don't want to fall below half your Health Bar when 
facing the big brutes, so use one of these to build 
back up to full. 


Notes: These fully restore your hit points—no matter how 
low you are—and stop bleeding. They're useful because 

they only take up one slot, but using a Med Pak M plus a 
Hemostat does the same thing for 100 points less. 


Cost: 1-300, H-300 


GAME INFO: 
| Recovers your 
‘health only a little. 


Med Pah L 
Lost: A 14,000, H-1,900 


[GAME INFO: : 
| A Med Pak L recov- 
¡ers your health 
i completely and 
| stops any bleeding. | 


The cost is so 
high for Resuscitation 
Paks that it makes more 


sense to simply save often, Hi 
_ you get killed you can 
restore your game for free. 


EPS Bald o 
Cost: M-90,000, H-90,000 


GAME INFO: 

It: automatically. i 
doubles the.points | 
you earn. | 


Notes: This item is a must. As soon as it becomes available— 
after the Tank Mini Game—make an effort to purchase the EPS 
Gold Card. The doubled earnings of Extinct Points pay for the 
card in no time. The EPS Gold Card combined with Regina's 
Missile Pod is a money machine. 


| EPS Silver Card 
| Cost: M-20,000, H-20,000 


d GAME INFO: 

| | It-extends the- time 

| | that “combe" is 
displayed on the 
screen. 


Notes: Having the Silver Card adds two seconds to the time 
you have to kill another dinosaur and keep a combo going. If 
you actively seek out combos, this can help you out. Otherwise, 
it's nice to have but doesn't match the usefulness of the EPS 
Gold Card. Your Extinct Points are better spent elsewhere. 


Power Batiery 
Cost: -15,0G0, H-15,000 


GAME INFO: 
| A battery that 
increases-the 
power of Regina's 
Stungun. 


Notes: Buying the battery boosts the power for your Large 
Stungun, which is discussed in the "Weapons and Magazines" 
section. lt makes the Large Stungun more powerful, but it's 
not worth the Extinct Points. 
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| GAME INFO: 
¡An alloy blade: that 
increases the 
| power of Dylan's 
| Machete. 


Notes: As discussed under "Machete Improved with 
Heavy Blade," this blade is stronger and causes 
more damage. You won't need it, though, so save 
your Extinct Points. 


inner Suit 
Lost: N-20, 400, H- -20,000 


GAME INFO: 
Wearing. the suit 
| completely stops 
any bleeding. 


Notes: While it doesn't stop damage, the Inner Suit 
does stop you from bleeding. While wearing it, you 
won't have to use Hemostats. However, Hemostats 
are cheap while the Inner Suit is not. If you keep 
getting ripped up you may want to invest in one, but 
we suggest sticking to the Hemostats. It's a finan- 
cial decision, though. If you have the Extinct Points 
to burn, buy the Inner Suit and save yourself the 
frustration of having to Hemostat your character 
when needed. 


Light-Weight Armor 
Cost: N-35,000, H-35,000 


GAME INFO: 
' | The armor-reduces 
| | the damage you 
| receive by half. 


Notes: This armor will reduce the damage you suffer 
from dino attacks by half. It's a great investment— 
unless you're good enough at dodging to avoid most 
attacks. The armor is a blessing, especially when 
dealing with the larger lizards, who can sweep you 
off your feet with a head swing. Burn some Extinct 
Points and pick up the armor. 
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| GAME INFO: The disk has all the 
3rd Energy research. data..lt's-this 
mission's target. 


GAME INFO: The Plug is 
| |needed.to-operate the cooling 
| aqueduct shutters. 


Notes: This is in the Missile Silo. The target of the 
mission, it's the data the crew needs to get back to their 
own time. 


Notes: This little doohickey is hard to reach, but you 
need it to get to the 3rd Energy Reactor. 


-+ Ee en cr Suit 


j [GAME INFO: Underwater 
| gear made ot metal, e 

| ¡equipped with jet propulsion 
that enables you to jump. 


Starter Battery 


(GAME INFO: A battery 
used:for starting 
instruments and equipment. 


Notes: This hardcore pressure suit allows Regina to 
search the 3rd Energy Reactor. It has the Needle Gun 
and Shockwave built right in. 


Notes: This i is , another hard-to- TE item that Dylan 
needs to retrieve. It starts up the Patrol Ship and 
gets the two characters onto the second leg of 
their adventure. 


(Gas Mash 


[GAME INFO: ià was e brouight from 
d | the Military. Facility when.nerve gas.was 
| used to battle the. dinosaurs 


Mechanic's WI Card 


| GAME INFO: A-card verifying 
| | that you-are.a drd.Energy Facility 
| mechanic. 


Notes: You'll come across this after the Tank Mini Game. 
It allows you to get to the Missile Silo. 


Notes: You'll find—and use—this card in the 3rd Energy 
Facility. It helps Regina gain access to an elevator. 


GAMES. COM 2 


KEYS AND KERO 


(Gi Regina and D 
trouble making the key 


np : 
“items. Finding them, however, isn't anne easy. ES walkthroughs ` make sure you re right 
take care of location, but here is a quick rundown of all the door- gee es 
2 anel. Sometimes yu nee | 20 
opening devices in Dino Crisis 2. ; 

Using the keys and keycards is relatively easy. However, some of | acing to e e oe rk 
them work differently from others. Sometimes all you have to do is You may need to be a little 
have a key in your inventory. When you walk up to a door, press X Pos off to one side or 
and it may simply open up. Other doors require you to go into your = the otor 
inventory, select the appropriate item, and use it. = 

Here's a quick list of all the keys and keycards. 


Ərd Energy ee ity) heycard 
Facility Heycard 


GAME INFO: A key needed:to SÉ, | | GAME INFO; You need this key- 
get-nto the-3rd Energy Facility. i S i card to. enter: Edward: City from: the 
| lakeside. 


Notes: The secrets of the 3rd Energy Facility will not Notes: Edward City is only accessible to you after 
reveal themselves to you until you possess the 3rd you have found the City Keycard. That's really all 
Energy Facility Keycard. there is to it. 


Hen for the Bon , l E Heu Plate 


[GAME INFO: Appears to be a | === GAME INFO: |t-can be used to 
¡small key for a compartment, box. | unlock the electronic. lock in the 
i ¡Military Facility. 


Notes: The aptly named Key for the Box unlocks a tool- | Notes: You'll use this at the Military Facility for two 
box on a moored boat at the 3rd Energy Facility. Inside Jl tasks: to get an item and to get Dylan out of a jam. 
is useful information. 


Living Quarters Hey ees Research Facility 
Peycard 


| GAME INFO: Jr opene the door i || GAME INFO: You need this key- 
to.the living quarters. | j | | card to enter the Research Facility. 
¡It's a shiny silverish keycaro. 


Notes: This key is in the Edward City drugstore and lets Notes: Dylan finds this keycard, and it's passed on to 
you through the door to the Tank Mini Game. Regina early on. As it says in the game, you need it to 
get into the Research Facility. 


Aë 
t a 
h 
d 
K 
wl 
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Doors wrapped 
in vines can be 
cut through with 
Dylan's Machete. 
A few strokes 
will clear the 
plants away. 


formation on the : rap 


point out the files and memos on the maps. 


1 explain why later. 


tion. Some give clues as to where to go next, some provide 
background information as to what happened exactly. We' ll 


These electronic locks 
can be circumvented 
with a swipe of Regina's 
Stungun. A quick hit 
turns them from red to 
green, and you'll be able 
to walk through. 


The Dino Files are important because they let you cae 
what you're up against. There are 11 Dino Files that you need 
to pick up in your travels. Make sure you collect all 11—we!'ll 


That red square 
is a Dino File. 
Not all of them 
are this evident. 
Several require 
some searching 
to turn up. 


HERE THERE BE DINOSAURS GB 


Regina knows this drill. A jungle setting, lush foliage, a few buildings, and ravenous prehistoric lizards look- 
ing to make a meal out of anything that moves. 

This time, though, there are some new boys in town. Several species of large scaly lizards are gathered 
together in this place to dance with our heroes. To deal with them efficiently, you need information. We š 
happen to have a lot of it, and we're going to give it to you. <7 


nd 2—400.<. ype 3 and 4—1,000 
th—2.5 r“, Height—1.3 m, Width—0.4 m 
WEAPONS TO USS All except Rocket Launcher and Missile Pod 
ATTACKS: Ju g Claw, Jumping Bite, Spitting 
come: 100 
COUNTER POINTS. 30 
NO DAMAGE BONUSES. 5 to 9—2,000, 10 or more—6,000 


NO CRISIS2 


HE: Type 1 and 2—400, Type 3 and 4—1,000 
STATS: Length—2.5 m, Height—1.3 m, Width—0.4 m 
WEAPONS TO USE: All except Rocket Launcher and Missile Pod 
ATTACKS: Jumping Claw, Jumping Bite, Spitting 
T=. 100 
E 30 
NO DAMALE GONUSES 5 to 9—2,000, 10 or more—6,000 


Tactics: The Oviraptors show up in the Research Facility, and they'll annoy 
you from that point on. These small beasts have a nasty, corrosive spit 
that can damage you from afar. Plus, they can jump a great distance. The 
Shotgun is best to use against them, because the spread fire can knock 
out several at once. The missile weapons have trouble tracking Oviraptors 
because they're so short. Stick with rapid-fire or spread weapons 
(Submachine Gun, Flame Launcher, et. al.) against them. 


HP: Type O—395, Type 1—775, Type 2 and 3—795, Type 4— 
1,595, Type 5—see Ultra Raptor below, Type 6—795 
STATS: Length—4.5 m, Height—1.8 m, Width—0.8 m 
WEAPONS TO USE. All 
ATTACKS: Jumping Claw, Bite, Tail Whip 

100 


50 
MO DAMAGE BONUSES.: 5 to 9—2,000, 10 or more—6,000 


Tactics: These are the most prevalent dinosaurs in Dino Crisis 2. You'll find all 
types of Velociraptors, and each type wants to eat you. Don't let them. All 
weapons work well on these guys, but the missile weapons have a tendency to 
miss. Stick with the rapid-fire and spread weapons—as with the Oviraptors. 
Our personal favorite is a combo of the Sub Weapon Firewall with the Heavy 

- Machine Gun. A close second is the Submachine Gun, because it tracks two 

different enemies at once. A Type 4, 5, or 6 Velociraptor will not even blink at 

a Hand Gun, Shotgun, or Submachine Gun blast. It'll be hurt and it'll be kept 

away, but it won't fall like a normal Velociraptor. Be wary. — 


HP: Type 1—1,200, Type 2—300 

STATS: Length—3.0 m, Height—1.2 m, Width—6.0 m 
WEAPONS TO USE: Submachine Gun, Heavy Machine Gun, 
Antitank Rifle, Missile Pod (see note) 

ATTACKS: Dive Bomb, Peck, Lift-and-Drop 

POINTS. 200 

COUNTER POINTS: 50 

NO DAMAGE BONUSES: 5 to 9—3,000, 10 or more—7,000 


HP: Type 1—1,600, Type 2—1,500 

STATS: Length—7.5 m, Height—0.5 m, Width—0.8 m 
WEAPONS TO USE: Submachine Gun, Heavy Machine Gun, 
Antitank Rifle, Missile Pod 

ATTACKS: Head Strike, Nudge, Lift-and-Drown 

Powys. 400 

COUNTER POINTS: 50 

NO DAMAGE SON OSES. § to 9—4,000, 10 or more—10,000 


STATS: Length—3.7 m, Height—1.2 m, Width—1.3 m 
WEAPONS TO USE: Chainmine-Heavy Machine Gun combo, 
Solid Cannon, Missile Pod, Rocket Launcher 
ATTACKS: Bite, Head Swipe, Belly Flop 
POINTS. 600 
COUNTER POINTS: 400 

D DAMAGE BONUSES. 5 to 9—6,000, 10 or more—12,000 


STATS: Length—8.5 m, Height—3.0 m, Width—2.0 m 
WEAPONS TO USE: Antitank Rifle, Missile Pod, Rocket Launcher 
ATTACKS: Bite, Head Swipe, Chew-and-Toss 

POINTS. 5,000 

COUNTER POINTS. 800 

NO DAMAGE Bc 


STATS: Length—6.0 m, Height—0.8 m, Width—2.3 m 
WEAPONS TO USE: Needle Gun, Shockwave, Aquagrenade 
ATTACKS: Head Bump, Chew-and-Drag, Grab-and-Twirl 
POINTS: 600 

COUNTER POINTS: 200 

NO DAMAGE BONI 


5 to 9—6,000, 10 or more—12,000 


HP: 10,000 : : 
STATS: Length—13 m, Height—2.5 m, Width—3.5 m 
WEAPONS TO USE: Aquagrenade 

ATTACKS. Bite, Head Swipe 

POINTS. 10,000 
COUNTER POINTS: 300 


8,000 
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TIMTZADATIDS 


HP: 5,000 

STATS: Length—8.5 m, Height—3.0 m, Width—2.0 m 
WEAPONS TO USE: Jeep Gun (Mini Game) 
ATTACKS: Charge 

POINTS 5,000 

COUNTER POINTS: 150 

NO DAMAGE BONUSES: None 


HP: 10,000 

STATS: Length—14.5 m, Height—4.8 m, Width—2.7 m 
WEAPONS TO USE. Antitank Rifle, Missile Pod, Rocket Launcher 
ATTACKS: Bite, Head Swipe, Roar, Charge 

POINTS. D 

COUNTER POINTS: 500 

NO DAMAGE BONUSES: Mone 


mir 


STATS: Length—21 m, Height—7 m, Width—4 m 
WEAPONS TO USE. Missile Pod, Rocket Launcher 
ATTACKS: Bite, Head Swipe, Roar 

Pony s. 15,000 

COUNTER POINTS. 1,000 

NO DAMAGE BO 


HP: 4,000 
STATS: Length—4.5 m, Height—1.8 m, Width—0.8 m 
WEAPONS TO USE: Big ones—Missile Pod, Rocket Launcher, 
Heavy Machine Gun 

ATTACKS: dumping Claw, Bite, Tail Whip 

PoINTS: 7,000 

COUNTER POINTS: 50 

NO DAMAGE SON USES. None (there are never more than 
two at a time) 
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‘Here's a a. chart to Zeen you find the right ta tool for the gé Teas i in mind that this chart tells you which 
are effective weapons in optimum conditions. For example, if you had a Pteranodon chained to a wall the 
Antitank Rifle would slay the creature with a single shot. i 
So, keep this chart handy, but also read the notes under each dinosaur entry to find out how best to i 
_ use the weapons you have. ! 


: 3 3 
n = o a 
S | e E E P 
SS Bliss Ele sl (ABE 
Cannot be used agus that enemy S SS SS 2 8 33 
leen BIB Eis Eis 22/8 
E 38 Se EJ a GC? Ei a E] 
Weapon s3fi= casa Notes 
=~ Antitank Rifle e ee ee ee e — Immense damage to all enemies in range. 
Can pierce through some objects and all enemies. 
Aquagrenade — | | ee Launches single missile. 
Chainmine eecieevuvese—— Five mines are launched at a time. 
o Secher Any contact with the wall of fire causes damage. . 
Flame Launcher e e ee — — Any contact with the flame will cause damage. 
| A spinning attack is possible. 
e | e o oo eoe oeo —— Only hits one dinosaur at a time. Sometimes 
scores a critical hit. 
Heavy Machine Gun SG © © e le o e è —— Can damage multiple enemies in range. 
| Spinning attack possible. 
Large Stungun e e e ee e ee Any contact with the blade will cause damage. 
e © e ee e ee Any contact with the blade will cause damage. 
' Missile Pod e © e e ee o è — — Launches three homing missiles with each shot. 
Needle Gun Ss ae ay pe ee | os Damages all enemies in range. 
Rocket Launcher e © e e e e e HU — — Launches single missile—the most powerful 
! ammo in the game. 
Shockwave =) — Le Le lr Le Uz o e No damage inflicted, but it knocks out any 
enemy that touches the bubbles. 
e e è | èe © ee e — Damages every enemy in range. 
| | Damage based on range. 
Solid Cannon e © oco ee Enemy damaged by any contact with energy ball. 
a | Energy ball lingers for a few seconds. 
Submachine Gun e... e e e e e e — Automatic targeting for low, high, or midrange. 
Running attack possible. 
=> m 
ne 3 e de y pá ~ SE = e 
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STRATEGIE FOR POINTS 


a need to gather Extinct Points to get through Dino Crisis 2. While your instincts may tell you to run 
away from the huge scary lizards that want to eat you, to buy necessary items you must stand your 
ground and fight. Here are some ideas for maximizing your points while minimizing the danger. 


COMBOS | A four-dino combo 


Combos are the cash cow of the game. Running up combos of ` — can net some 
three or more is going to make a big difference. However, they Seo Oe 


Check the — 
are also very risky. Weigh your health against the need for e “Bestiary: Meet the 


while you're playing. — Enemy chapter to 
oe E > E see just how much 
you can earn. 


GROUP SHOT Charge the 


Getting combos can be easier with such tactics as single enemy. 
the Group Shot. This works best with the Shotgun and EN 
the Submachine Gun. Simply put, Group Shot involves S : 
gathering a bunch of dinos in front of you so 
shoot them all at once. 

This can save ammo as well as earn you major 
points. The trick is getting them into groups. It's : 
easiest when a single dino is on one side of you anda > : Quick Torn 
pair [or more) is on the other. Charge the single. Po Deag SEH 
lizard, firing your gun or using a Sub Weapon to knock 
it down. Run past it and then Quick Turn. Voila! The ` — | knock them 
group of dinos is ready for your attention. ` oF all out. 


SPIN CYCLE 


This variation on the Group Shot is another way to gain 
combos. Remember (1)? When you have dinos on either 
side, use RI) to aim at the closest. Fire a round to knock it — 
back a bit. Press (13), while keeping RI held down, and fire 
at the second foe. Keep that pattern going—{£) and fire, 

(E) and fire, and the dinos won't get a chance to attack. 


; other. Keep E 
going to knock 
them all out. 


First one... 
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“SUB WEAPON TRICK RK: 


The Sub Weapons are handy 
devices that can help you : 
maximize points and keep 
healthy. Most of them serve as 
a way to knock down or delay ` 
your opponent so that you can 
bring your Main Weapon to 

bear. Used properly, Sub 
Weapons can save your life. 


Throw down a wall of 
flame with the 

Firewall; even 

jumping Velociraptors _ 
will be stopped. Then, 
blast the flaming 

lizards until they fall, 


Magazines" section of the Equipment’ chapter. 


NO PAIN, YOUR GAIN | 
The No Damage Bonus is a sure ticket 
to monster points. The only trick is 
that you must brave the gnashing 
teeth and clicking claws of angry dinos 
and get through without a scratch. If 
you enter a room, kill a bunch of 
dinos, and leave without taking any 
damage, you'll get a bonus of several 
thousand Extinct Points. 

_ The amount of points varies 
depending on the type and/or number | 
of dinosaurs you kill. The entries in the | 

) 
| 


| 


Velociraptors. 


Bestiary give you the lowdown on No Blast away 

Damage Bonuses. For example, if you immediately, but 

kill 5 to 9 Oviraptors without getting dont move. 

hit, you'll earn 2,000 extra points. Kill When the 

10 or more Oviraptors to gain a ` lizards are 

whopping 6,000 bonus points. dead, walk 

You can take serious advantage of forward until 

the camera 


the No Damage Bonus when you find - 
and exploit a Safe Spot. Read on for 
how to do it. : 


is dead. 


Generally, you dont want to try to kill dinos with your Sub Weapons. They don't pack enough of a 
punch to do the job quickly. In Se with a Main Weapon, however, they can be very efficient. 
Using Sub Weapons against large dinosaurs can be 
very, very risky. Either you have to get too close to use 
_ them or the effects are minimal. If a Tyrannosaurus Rex 

is charging and you hit it wae a Chainmine you'll do a 
little damage, but you = 
won't slow it down. 
The T. Rex will get you 

a before you can move. 

Use the Sub Do. in combination with the heavier Main 
Weapons and you'll come out on top. More information on the Sub 
Weapons' specific uses can be found in the "Weapons and ` 


SAFE SPOTS 
If you're single-minded enough to spend an hour simply J 
gathering points, Safe Spots are the way to go. Find a gate or 
door that opens onto a relatively open spot where dinosaurs 
leap out at you—preferably a section of jungle infested with 


Make sure that the area only has dinosaurs leaping out in 
front of you. If you get surrounded, you ‘re out of luck. 


angle changes to lure out more of them. instantly turn and run 
back to your gate. Press (E) 


Regina's Large Stungun and 
Dylan's Machete are the basic 
Sub Weapons. These can knock 
down either a Velociraptor or 
an Oviraptor. If you catch more 
than one with a sweep of the 
fade, they'll all go down. 


Chainmines 
are great 
against 
Inostrancevia, 
but not against 


cence apm mma see SN SO >, 


This is one of the best Safe 
Spots in the game. it's the 
area where Regina first 
encounters dinosaurs— 
Jungle/South Route 1. You — 
can find Safe Spots all 
over, but we'll give you 
this one for free. A 


and fire away until the next batch 


e 
eg 
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The object of this is not so much combos—though they are something < \P 
you should strive for—but for No Damage Bonuses. Keep count of the dinos 
` you kill. As soon as you've destroyed 10, duck out the gate you entered to 
- collect your Extinct Points. Easy! 


“While Extinet Points are a necessary hina in Dino Crisis £ 2, a. do 
always be second to your survival. No amount of points will do you any good 
if your character is dead. H your Health Bar is in the Warning or Danger 
area, use these tricks to keep you alive until you can reach a Save Shop 
and stock up on medicine. 


THREE WORDS: DODGE, DODGE, DODGE 


Mastering Dylan and Regina's movements is essential to survival. a 
You need to get good enough to weave your way past the hungry 
dinosaurs. Don't stop; don't even hesitate. When you're trying to 
get through an area, you need to run flat out and make the right 
moves. 

Here are some suggestions: 


Because dinosaurs come in many different sizes, they have 
different attributes that you must take into account when trying to 
dodge. The smaller lizards are fast, but they don't take up much 
space. You'll have to react quickly, but you have a bit more room to 
maneuver. 

The Allosaurus is extremely dangerous because it’s large and 
speedy for its size. lts bulk forces you to take more time running 
around it. Another thing to watch for with the Allosaurus is its 
sidestep. The brute can actually sidestep to keep pace with you as 
you're trying to go around it. Quickly change direction if you see this 
happening, and then change back to the way you want to go. 

Sometimes, though, your foes put up a dense wall of scaly 
bodies that you just can't get around. When that happens, you need 
to move to plan B. 
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THE KNOCK DOWN 
S Regina's Stungun 


Another way to get by the smaller dinos quickly, without and Dylan's Machete 
wasting too much ammo, is the Knock Down. Many of are excellent for the 
the Sub Weapons are particularly suited to putting an Knock Down. One 
enemy down instantly. swipe will put the 
The Shotgun is also a fast way to blow a path ee a 
through a group of enemies. A shot or two can bowl S ; 
over most Velociraptors and allow you to run right past 
them. 
The Firewall Sub Weapon delays attacks long Ë He'snotdead, 
“enough for you to sneak by. Launch a blast. of flame and E: SP  butthis 
wait until your enemies are on fire. They won't pay any : Velociraptor 
attention as you run away. : = nn 
The Chainmine also effectively knocks over a dino. Se > o coe 
It's a bit more directional because the mines are laid in + ES S 
a line. So, make sure you've knocked down all your 
enemies before running off. Make certain 
It's important to remember that single swipes or | that aff your 
single shots won't knock over the larger dinosaurs. If foes are 
you need to get past them and don't have either the burning before 


health or ammo to fight, it's best to just try dodging. E running by. If 
: eS one of them is 

| Safe, itll take 
a swipe at yo 


With some of the Sub Weapons, such as the 
blades and the Firewall, it takes a moment to 
make a full swing with the blades or fire off a 
round. If there are any dinos behind you, you 
can bet they'll take the opportunity to pounce. 


bE E pei 


\ 
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Once the game begins, this opening cutscene will help you 
understand what has transpired since Regina's last adventures. 


E WE" SS E E de Be. a S 


May 10, 2010—Dylan, Regina, They are heavily armed, well At first, all goes well. The team 
David, and a T.R.A.T. squad have equipped, rigorously trained, and sets up camp and begins to plan a 
been sent through a time gate to in possession of a boat; what course of action. 

rescue 1,300 survivors and collect could go wrong? 


data on the Third Energy Project. 


Danger lurks in the jungle, though, The jungle disgorges a flood of The soldiers put up a valiant 

and an unwary soldier is caught hungry monsters. defense, but surprise and numbers 

off guard by a terror from the prove too much even for them and, 

distant past. one hy one, they sink under the 
scaly tide. 


TERE hoe 
Ss ~~ ia “i 


ie 


SS 


AT 


a 
Soon, Dylan and Regina find Suddenly, though, the Nope! It turns out they're running 
themselves back-to-back inside a Velociraptors turn and flee! Could from an even bigger threat—the 

“ tightening ring of jaws and claws. it be our heroes have frightened mighty Tyrannosaurus Rex! FO 


them away? 
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Se 


| David has at least a temporary 
` answer to the T. Rex problem—a 
poke in the eye with a rocket! 


- They come to in a small enclosure 
near the boat dock, where they 
ntroduce themselves, insult one 
another, and go their 
- separate ways. 


E 


As it happens, that only serves to make 
the king of lizards angry, and Dylan and 
Regina find themselves running for their 
lives—which is hardly fair since it was, 
after all, David who fired the rocket. 


4 


KE 


sch €. de “> 
POD OS 


Life's unfair, though, and the two 
find themselves on the brink of the 
abyss with the monster closing fast 
and no choice but to jump. The 
rough ride down the cliff knocks 
them cold. 


| HOW TO USE 
(gs: WALKTHROUGH 


Prima's Official Strategy Guide is written to allow for the 
freedom of movement you need to survive in the dangerous 
world of Dino Crisis 2. 

Each section of the walkthrough follows the character 
through a specific part of the game. The maps at the 
beginning of each section show the area covered. Screens 
point out the important areas or trouble spots you'll run 
into. Items and puzzles are shown, as are quick rundowns of 
the cutscenes scattered throughout the adventure. 

Generally, the paths are straightforward and linear, 
without much need to backtrack; where there is, we'll point 
you in the right direction. 

The advice in all the previous sections will serve you well 
as you play through the game. Study it, and you'll came 
through with only a few scars. 

Good luck, and get moving. 

CN 
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Having survived the Velociraptor attack, Dylan 


fails to impress Regina. She leaves him to his 
own devices. There's only one way to go, so 
let's get to it. 
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That gate is 
blocked for now, 
so there's only 
one path to follow. 
Climb up that — 
ladder and keep 
going, soldier. 
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Dylan finds a safe harbor, but he's not alone. That is one shy 


survivor. Why won't he show himself? Too late. Dylan will just 
have to wonder why the survivor was afraid of him. 


VIE ry 
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acia tor Meaning: Swift seizer 
p Length: 4.8 meters 

_ Height: 1.8 meters 
Observation Records cen 
We originally thought dinosaurs were just "slow and dumb reptiles." We soon realized Y : 
~, this wasn't true at all. The Velociraptor proved us all wrong. The claws on : 
providing for a powerful slash making them 


rd tail is used as a balance when running in E 
das a ren, Their tail whip is so PS 


each foot are sharp as blad 
a killing machine. The long 
high speeds. However, it is a 
powerful that it can shatter b Se 


` Combat Notes : SS 
When and if you encounter them, never show your back to them. The . Y, 
moment you start running away you become prey to them. No soldier has == -= 
come back alive running away from them. The basic rule in this world is to = 
fight. The Velociraptors are the most prosperous carnivorous dinosaurs in this 

world. There live different flocks in different areas. Their behavior and endurance 

are not all similar but they all have one thing in common. Speed. They are fast. It is 


a SA a p best not to use heavy weapons. Also on very rare occasions there have been 
E oo. Ya d 1 G encounters of blue raptors reported. Their attack and toughness are said to be "Ultra 
: > a Raptor" level. Go hunt them down if you dare to claim yourself as a "real" hunter. 


tS MATA 


WEAPON RECOVERY MAGACINE TOOL 


Solid Cannon Hemostat Reload 
Med Pak S Buy large 


ED Wed Pak M magazine 


Eh wed par 


© Resuscitation Pak 


After a harrowing trip through the narrow jungle ` ` 
paths, Dylan steps through the door of the Military ` 
Facility, where a nasty surprise awaits him. 


XR 


The T. Rex that David 
shot with the Rocket 
Launcher has arrived 
first, and it has a score : = 
to settle with our hero! e s ` 
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DINO CRISIS 2 


foo big for you 
to Kill right now. 


Looks like you're getting away from Rex, but who are these 
guys? They take a couple of shots at you, but your nimble 
reflexes save the day, and you escape into the entrance area 


for the Military Facility. 


( DINOFILE ` 

ata E INTE TEE AZ oS AA os, 
= Tyrannosaurus eee e 
Height: 4.8 meters K 


As the name states it well, they are the large a E > : 5 
world. They act upon their hunter instinct ar z 7 - 
in order to sustain energy for their gi ` er CA <= 


ís them is their implacability. Once th 
“ss prey, they have a habit of pursui ing 


; Combat Notes 
No reports have come in with regards to killing a T. Rex. Every soldier 
y Who tried to kill it has died. There is hardly any combat data. If we were 
e forced to give an indirect conclusion, it would be safe to say that T. Rex has no 
Kë real weakness. Rumor has it that there was one person who escaped from the 
2" implacable T. Rex chase. She was not a soldier but simply Intelligence Personnel. 
Supposedly, good- Be and about 20 years old. 


Ge, La eee y 


= 


WEAPON RECOVERY MAGACINE 


THE SHOP 


Uh-oh! Alarms sound and the security shield closes, trapping Dylan. 
He calls Regina for help and slides his key under the door to mark his 
location, and then he settles in to wait. Meanwhile... 


REGINA: JUNGLE-1 


Së 
‘Dylan's has managed to lock himself in a room in the Military Facility, and 
Regina has to head out to rescue him. 


SE mi = lo Pescue Dylan | is 
a great time to Pack up points, 


need lots 


e Ph Meaning: Odd Lizard 


Length: 8.5 meters 


Observation Records 


threatened. Though they're over 8 m 
can easily jump over obstructions wh 
will not let a prey escape fromt em 


Combat Notes 
They always position themselves to face their enemy. This is probably because they 
¿4 havea real hard armor on their head. Shooting their head will not really hurt them. 
5 . The smart way is to go around to their side and shoot them in the side of their 
zz stomach. However, their quick feet make it difficult to move to their side. If this is 
© difficult you'll have to rely on a weapon with firepower. 


= ‘ ` SH d d se F E 
0000000000000 I 
As Regina crosses to the first ladder, a truck comes flying over 


her head, propelled by an angry Allosaurus. When it spots Regina 
on the grass, it decides she's probably tastier! 
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You'll have to step E 7 A se S 
lively to avoid the : POD <É nike Re 
big lizard here; 
fortunately, it's 
notas quick as 
you are. Run! 
Climb to the 
southern door and 
go on through. 


Regina's gotten through the first leg of jungle, past Velociraptors and an j 
Allosaurus, to the Research Facility. l 
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WEAPON RECOVERY ` MAGACINE TOOL 
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Notes: Buy the Flame Launcher no matter what. You need it for the next leg of your journey. Reload your pistol if 
you have enough credit. 


TITEL 


a Ed >] 

RIMA FIL i As Regina leaves the Security Control Room, a noise alerts her and, all of a sudden, she's 
a E? E? 6 E? being assaulted by three of those helmeted creeps with the disc guns. Quick reflexes 
save her, and the trio turns to run. Two of them make the jump over the broken bridge, but 
the third isn't so lucky. Regina hauls the mysterious shooter to safety and, after a 
struggle, tears the helmet away to reveal a young blonde with not much in the way of 
conversational skills. Inside the Security Control Room again, Regina handcuffs the girl 
to some pipes to keep her out of the 
way, then leaves to rescue Dylan. 


DINO CRISIS2 


2 


Regina continues on to the Military 
Facility in her quest to rescue Dylan. 


Use the different leveis in the yard to 
Keep the Allosaurus from charging you 
too often—-climb a ladder or jump down 
when it's near you. Stay back from the 
edges— when you re on different levels, it 
can only attack when you re close to iis 
jaws. [v's worth your while to use the 
Flame Launcher on it—it works on dinos 
as well as planis—but refill it if you do, 
because you ll need it soon. Even if you 
dont kili the Allosaurus, you can gel 
points for counters as you run by You 
Just cant have too many points. 


RECOVERY MAGAZINE 
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Look out! Those crazy disc-shooters are at it again. Regina 
dodges them, and once more they flee into the jungle. 


DINO CRISIS 2 


Regina finally arrives in the Military 
Facility where Dylan is trapped. 


and how we told y you to 7 

th There are more her 

should run away from these too. As i 

ás you can, gel across the yard and 
SS 


the Hardware Storage Room, where 
Dylan's trapped. With the w ns you 
have now, these airborne creeps arent 
the trouble it takes to? 
ight past them. 


ed to, and then run- 
a : 
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Notes: You dont really need to buy anything here; all the good stuff is very expensive. If you've picked up a ton of 
Extinct Points already, the Submachine Guns are a great buy—they'll track two targets independently—but if not, 
you can skip them for now. 


Finally, Dylan's free, and Regina 
shares the news of the female 
survivor. They agree to meet 
back at the Patrol Ship. When 
Regina gets her captive back 
to the boat, she struggles to 
get the girl under control. 
Dylan arrives and takes 
Regina into the vessel's aft 
compartment to show her a 
disturbing sight—someone 
has devastated the boat's 
computer systems, the time portal activator, and 
the engine itself. Regina sends Dylan off to 
subdue the crazy girl and then to explore the rest 
of the Research Facility. 


Sea i 


Reunited at last, Dylan and Regina split up again. Dylan heads 
through the jungle to finish exploring the Research Facility. 


ž 


WEAPON RECOVERY ` (IDDIE TOOL 
THE SHOP = 


Notes: Stock up on Shotgun shells; also, save your game—there's an opportunity to fight an Allosaurus coming up. 
The Solid Cannon is the best weapon available for this, so grab it if you can. 


ee a 
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Look out for those 
pesky Pteranodons 
and head on 
through the door. 

- Be ready for more 
Velociraptors. 


i After a long trek through the jungle, Dylan gets 
ready to explore the research compound. l 


When you walk to your 
left inside the blue door, 
a flock of horrible little spitty 
dinosaurs—Oviraptors— 
surrounds you. They think 
they're cute, but they're not. 

- Shoot them when the 

E 3 s cutscene ends, and prepare 


a a s es a e | to meet more... plenty more. 
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| DINOFILE 


we 2 SE 


pe : 


teuer “Meaning: Pretty des Z 


ae 1.2 meters » 
0.5 meters 


> insects. They are tiny 


Z Observation Records e 
i Commonly known as Compy, their diet c 


No real notes have been taken since they do nee directly inflict 
harm to humans. However, we are thinking of ways to stop them 
from stealing small belongings from the soldiers. 


seo ia 
After you leave the 
P Lounge, turn left 
and go to the end of the corridor, 
to the Precision Lab door. Use the 
Research Facility Keycard to 
open the door. Whoops! A sneaky 


little Compy jumps out and grabs 
your shiny keycard, then runs off 


3 B Ss D S a e | with it! Time to play... 
= = = = 


If you closed all the ventilation gates as advised earlier, your task 
should be simple. You have to chase the thieving Compy into an 
open cage in the cage room. You probably can't shoot it, but you 
can fire a weapon or use your machete to scare it into running. 
Move slowly and carefully, keeping it between you and the place you 
want it to go. Once you get it through the little gate in the 
Research Lounge wall, run inside and close it, then chase it into 
the cage room. If it runs toward you, circle out of the way to avoid 
its nips at your ankles. Once you get it in the cage, the cage door 
slides shut, and you grab the card automatically. 


ee A €PÓÉ€qEOEOA+vX<«P Em gn A 


CAUTION 


Stay in the passageway until the Compy is 
through the vent. If you go into another room 
and then come back out, Oviraptors will swarm 
you and make the task a tad more difficult. 


WEAPON RECOVERY MAGAZINE TOOL 


Notes: If you've got the credit for it, the Inner Suit and the EPS Silver Card are both worthwhile investments. For 
now, take the EPS Silver Card. 


he jungle, rack up 
ig Oviraptors, 
then go to the other Save 


anothe: 
alting in the 
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í After retrieving the Starter Battery, Dylan returns 
- through the jungle to the boat, where Regina awaits. 


Another Allosaurus 
awaits, take cate of it if 
you can, and hustle out 
into the wilds to harvest _ 
some more dinosaurs. 


RECOVERY MAGACINE TOOL 


Hemostat Reload $ Heavy Blade 


Med Pak S Buy larger Inner Suit 


Med Pak M magazine 
Med Pak L 
Resuscitation Pak 


Notes: If you haven't already bought the Inner Suit, get it now, but ignore the Heavy Blade. 


| DY LIAN AND REGINA: 


Dylan arrives back at 
the Patrol Ship with 
the replacement 
parts and joins up 
with Regina again. 


RECOVERY MAGACINE TOOL 


CH Hemostat Reload 
Gs Med Paks Buy larger 
(ED Med Pak M magazine 
©) wed Pak t 

© 


Resuscitation Pak 
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DINO CRISIS 2 


Dylan arrives aboard the 
Patrol Ship to find that 
the mysterious girl has 
escaped. After the 
engine is fixed, Regina 
tells him to pilot the ship 
across the bay to one of 


ie r B B r | CN | the other safe docks. 
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As soon as you're out on the 
water, trouble arises in the 
form of a pack of Plesiosaurus 
necks that want a bite of the 
Patrol Ship. Dylan turns over 
the conn to Regina and heads 
out to the deck gun. 


—MINEGAME ` 


It's Plesiosaurus season, so get out 
there and start shooting. Your 
ammunition is unlimited, and arrows 
will appear to tell you where the 
major threats are: yellow for a dino 
that's closing in, red for one that's in 
striking range. First you'll face a 
Plesiosaurus school; when they fall 
behind, a flock of Pteranodons takes 
their place, and in the final stage, 
both sea and air dinosaurs will 
attack you. Concentrate on the ones 
closest to the ship—the others are 
too far away to hurt you. 


NOTE 


At the end of the running baítie on the 
sea, Regina is alone in the cabin. Go to 
the Save Shop in the boat, save, and buy 
the Missile Pod if you can. Then step 
outside and go around to the dock. 
You're going to love this. 


RECOVERY MAGAEINE TOOL 


Hemostat Reload S Heavy Blade 
Med Pak S Buy larger 4 Power Battery 
Med Pak M magazine 

Med Pak L 

Resuscitation Pak 


Notes: Get the Missile Pod at all costs, and buy an extra 50-round magazine if you can afford it. Go back to the 
jungle and spend an hour killing more dinosaurs if you have to. Trust us. 
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REGINA: | 
ENERGY FACILITY-1 ` 


After a rough passage 
over the dinosaur- 
infested sea, the Patrol 
Ship arrives at the 
Third Energy Facility. 


DINO CRISIS 2 


WERPON RECOVERY MAGAZINE TOOL 
THE SHOP s i 


Notes: Reload here, and buy larger magazines, more medicine, and bigger weapons if you can afford them. Either 
the Heavy Machine Gun or the Missile Pod will come in very handy in the next few sections. 


The catwalks here are a good place to pick up more 
points. 1f you bought the Missile Pod, you can really 
score big, netting a hefty No Damage bonus as well as 
combo points. The Submachine Guns and the Heavy 
Machine Gun also work well, but not as quickly. Be 
careful not to run out of ammo. If you don't have the pod, 
use the biggest weapon you can get and keep moving, or 
the dinos will pull you under and you E die immediately. 


TOE 
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. Pteranodan Meaning: Winged and Toothless X 


Length: 3.0 meters 
Observation Records Wingspan: 6.0 meters 


= They mostly feed on fish. These flying reptil 
VG near lakesides. They hover and glide 
=> for fish, then with tremendous spee 
A 
e: 


When they are circulating above you, it is very hard to 
shoot them. Although they seem to be flying slowly, in 
fact they are flying fairly fast. Before they attack their 
Ñ prey, they'll come and surround you. That's when you should shoot 
x . them down. One thing you have to remember is that their skin of armor 

Es is thicker than it appears and if you are too busy trying to shoot one down, the 
E, = others will attack you off guard. To lessen the chance of this happening it is 
important to choose an appropriate weapon. 
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Siet Notes 
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qe Meaning: River of Mosa Lizard ma d 
OSASBUrUS Length: 6.0 meters Gë w 


0.8 meters 


Mosasaurus gather near ‘the facility 
The jaws, which are strong enough t 
hardest shells, are without a doub! 


The first thing to do is stop them. Shooting Needles is one way. But the 
most effective way is to blast them with the Shockwave and knock 
them out. Shockwaving them is especially useful when there 
are multiple enemies. They like to hide in small places. So 
you should be cautious near walls where there are 
holes and openings. 


GE 
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WEAPON 


RECOVERY MAGACINE TOOL 


Notes: Reload here, and buy larger magazines and more medicine. You may be tempted to buy the Heavy Machine 
Gun, but it can wait—you'll have other uses for your Extinct Points soon. 
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When the lights 
blink over to blue, 
you're done. The 
power is restored. 


The main computer 
tells Regina that the 
power is coming 
back on, but that if 
the circuits overload, 
the power will shut 
off again. 


You need to restore power to the computers. However, 
the fuse boxes keep overloading. How can you help? 
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Time for an underwater adventure—Regina's in the ` > 
Diving Suit headed down to the flooded reactor. 


CATIA 7 


is 


S Ca The platform descends into Davey Jones's locker, and 
Regina catches sight of a submarine monster just in time to 
avoid becoming fish food. 
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Regina's headed toward 
a confrontation with a 
big angry Plesiosaurus 
on its own turf. 
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Once you've saved, 
take the elevator up to 

| the nextlevel and — 
walk north until you 
reach the corpse in the 
corner. Take the City 
Keycard at his feet and 


WEAPON 


RECOVERY 


Hemostat 


® 
GD Med Paks 
© 


Med Pak M 


ES) med Paki 


E) Resuscitation Pak 


MAGAZINE TOOL 


Reload ES) Heavy Blade 


Buy larger =, Power Battery 
magazine 


Pick up the Dino File and 
follow the arrow to the 
elevator. Go down one 
more level and out the door 
-in front of you to the Third 


continue down the Energy Reactor Chamber. 


corridor to the left 


Pean Meaning: Near Lizard 


Length: 17.0 meters 


> Observation Records 
- Our life line, the Third Energy Generator, i i 
Half of the mechanics who go under for 1 
come back. They probably become bi 
carnivore reptiles. With their r long n 


hen attacked by them, aim for their heads. | 

their long necks they'll try to pull their prey into the 
water. When you are attacked, the best thing you can 
do is to fire back at them. When you encounter them 
in the water, unfortunately the only thing that will 
really hurt them is explosive artillery. You also have 
to be careful of the strong current they produce 
when they swim. It may be wise to avoid fighting 
them in the water. 
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As Regina steps out into the Reactor Chamber, she sees first the reactor itself, then a giant 
Plesiosaurus coursing around the room high above. A pair of blue security shields closes in front of 
the door that Regina wants to go through. Looks like she's going to have to fight her way past that 
overgrown pool toy! 


Follow the corridor 
around until you come 
to a black-and-yellow 
banded platform on 

your left. Jump up on it 
and follow the red 
lights up to the top and 
around to the north 
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Dylan and Regina arrive at 
the outskirts of Edward City. 
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Sea 
: When Regina steps out onto the boat dock, she finds 
that Dylan has gotten there before her. They compare 
notes on their recent adventures, and then David calls 
on the radio to say that he has found survivors in the 
city. The transmission breaks up, and Regina and Dylan 
decide to go find him. 


WEAPON RECOVERY TOOL 


MAGAEINE 


Notes: Pick up the Chainmine, and buy a larger magazine for it if you can. You'll need it for the Inostrancevia in the 
caves. Grab the Light-Weight Armor, too. 


3.7 meters 
1.2 meters 


Observation Records 
= ` The cave route, which leads to the city, pa: 


z f ough a volcano. Two years ago, the Ta 
k volcano suddenly started acting up. From ab E 


lat same time the four-legged 


We still have yet to find a way to fight them. It's their ultra: hard 3 
armor they wear which makes them so tough. No regular firearm 

will hurt them. Their jaws are also very strong. Strong enough to even crush 

a helmet. The only effective way we know so far is, when they stand on their 
hind legs. This is when you should shoot their stomach. It seems to be their 
weak point. Currently a prototype weapon is in the late stages of 

development. This mine-like weapon, when complete, should flip them on their 
backs. But we don't know for sure if it will really work. 


Just before the path 
bends north, Dylan 
and Regina find 
(5) David's trail mark 
on a tree and split 
up to look for others. 


A little way into 

the caverns, 

Dylan encounters 
a menacing new 
saurian—the 
Inostrancevium. 


DO o o SS dl 


‘Use the Chainmine to flip these guys over, 
then shoot them while they re flopping 
around. They re suckers for that. 


WEAPON 


THE SHOP <a 
Antitank Rifle 


A /\ GƏ Rocket Launcher 
/ 
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RECOVERY MAGACINE 


Hemostat 
Med Pak S 
Med Pak M 


O 
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Resuscitation Pak 


TOOL 


Reload 


Heavy Blade 


Power Battery 


Buy larger 


magazine 


Notes: Save your game, stock up on ammo, and buy a big gun if you can afford it—the Rocket Launcher and the 
Antitank Gun are fun toys. 


Kc 


Dylan and Regina stumble 
into an Allosaurus nest; 
fortunately there are several 
huge cannons nearby. 


DINO CRISIS 2 


Dylan emerges from the caves to find Regina waiting for him. 
They set out toward the city only to find an Allosaurus nest in 
their path, and Dylan tells Regina to fire off flares so he can 
bombard the dinosaurs from the local gun turrets. 


FCO 
MINI GAME 


Pesos 


Regina has to direct Dylan's fire by sending up flares 
in the spots she wants him to bombard; fortunately, 
his shells kill only Allosaurus, so don't worry about 
friendly fire. Your main concern is to keep Regina out 
of the lizards' jaws so she can get across the yard to 
the next safe area, where she will take over, providing 
Dylan with artillery support. Once he crosses his 
section, he'll take over the gun and they'll leapfrog 
until they're both clear. 
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As if the Allosaurus nest 
wasn't bad enough, the 

troops now have to deal 
with a Triceratops herd. 


CH 
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SC Meaning: Three Horned Face 
HE Length: 8.5 meters 
TS Height: 3.0 meters 
SCH 
¿. Observation Records E 
ss. They are herbivores and ca can be 
ir d 


of the city was completely destroyed. They seem to remember who harmed them. 
- Ever since then, some of our soldiers have had to pay with their lives for it. 


Combat Notes 

If you dare fight them, you have already lost the fight. An angry Triceratops is 
unstoppable. The only thing that will stop it is an even more angry Triceratops. All 
S/ Wecan do against them is to use heavy firearms and aim for their noses and get as 
Y far away as possible. Since they have priority for their social lives, they will not 

= come after you if you leave their territory. All you can do is run. 
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Dylan and Regina 
have finally made 


itacross the yard. 


Regina discards 
the flare gun and 
they prepare to 
move on. 
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RECOVERY 


Hemostat 

Med Pak S 

Med Pak M 

Med Pak L 
Resuscitation Pak 


MAGACINE 


Reload 
Buy larger 


TOOL 


Heavy Blade 
Power Battery 


ees 


Rocket Launcher 


magazine 


80009 


Notes: Save your game, stock up on ammo, grab the Rocket Launcher if you can, and buy medical supplies if you 
need them after your trip through the Allosaurus nest. 
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4000000000000 1 
As Dylan and Regina examine the a 

ravaged remains of some thing | a a Ss B B S 
best left unexamined, a huge e | 
Triceratops rampages around the | 7 


corner. Our heroes hop into a 
handy Jeep equipped with what 


The fun never ends around here, does it? 
This time, Dylan's job as gunner is to fend off 
the attacks of a mysteriously furious 
Triceratops. The gun only moves from side- 
to-side, so you don't need to worry about air g Rie Seo asi eae 
attacks. This one's a cakewalk; just fire d two-inch gun, and we're off on 
whenever ` Mr Triceratops's Wild Ride. 
anything scaly or 
pointy gets close 
to the jeep. At 
first you'll only 
have to deal with 
one dino, but 
later another will 
show. up. 


After successfully 
fending off a ravaging 
pair of "peaceful 
herbivores," Dylan is just 
congratulating Regina 
on her great driving 
when she drives the 
Jeep off a cliff, 
catapulting them both 
smack into the middle of a Velociraptor convention. Surrounded 
by a jostling crowd of rapacious predators who probably aren't 
looking for autographs, the kids brace themselves for the end, 
when suddenly...the air cavalry arrives! David (remember David?) 
has somehow not only discovered, but learned to fly an attack 
helicopter. He blasts a hole in the tightening circle of raptor- 
punks. Then he buzzes off to the city, only to witness a terrible 
scene as the remaining survivors are devoured by dinosaurs. 
Dylan and Regina have to walk the rest of the way. 


"EDWARD CITY-1 


Safely in Edward City, Dylan, Regina, and 
David must search for the data on the Third = 
Energy Facility incident. 


DINOS: 


à Pteranodons 
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Apparently, David didn't really learn all he needed to know about flying a sophisticated attack 
helicopter, because he's crashed it, which must make Dylan and Regina feel lucky to have missed 
their ride to the city in it. All the denizens of the city have been killed, but Regina won't let the 
men give up—she knows that if they find the Energy Facility data, they still have a chance. Once 
again, they split up. David mopes off, depressed by the loss of his beloved helicopter. 


= A Meaning: Egg Robber 
E Dreier Length: 2.5 meters 
“+ Observation Records Height: _ 


S Ever since coming to this world, we've 
encountered many different dinosaurs. But th 


ws E have poche poison. hey a are oe equipped in both = and 
defense. 


Combat Notes 
You shouldn't stop moving when you fight them. Some will spit poison, 
some will jump-kick you. You will have a better chance of surviving if you 
continue to move around and attack. Their small size makes them a pain. They 
4 scamper and attack in groups. They really get on your nerves. To counter them, 
= use a weapon with which you can blaze away. It should do the job. 
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In the heart of Edward City, 
Dylan has to fight a running 
battle with his nemesis— 
the Tyrannosaurus Rex. 


a 


Re 
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After the relatively mild Oviraptor attacks in the last 
section, the huge angry T. Rex waiting behind the next 
door comes as a rude shock to Dylan. Fortunately, there's 
a tank handy, which is just the tool to use if you need to 
fix a Tyrannosaurus. Dylan must have gone to tank school 
while David was learning to fly a gunship, because he 
hops right in and starts pounding Rex with the cannon! 


AO OO 
Mul GAME, a NOTE 


A, 


The Lizard King is going to chase Dylan all | The keypad controls the tank's direction SS 
the way down a narrow and tortuous road, and speed; up always moves the tank > 
but our man has a cannon and a good set of forward. (E) and (3) rotate the turret 
treads to help him out. You have to reach Clockwise and counterclockwise, respec- 

the end of the course alive, so don't be tively, X fires the tank's main gun, and 
fooled into relaxing when it looks like you've >, 9 ‘ives a star shell that temporarily 


beast down— 
he'll be back on 
the next section 
of road. Shoot 
any barriers out 
of your way and 
keep moving. 


| 

i 

i 

brought the 
i 

| 

$ 
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Rex gives up after he 
chases you under a 
sharp sliding door that 
slices the armor on 
your tank like warm 
cheese. You've ruined 
somebody's tank, but 


a a a SW o] at least you got away! 


UNGLE-3 


After the tank battle, Dylan 
meets up with Regina, and 
they decide to head back to 
the jungle again so Regina 

can explore the Missile Silo. 


|Velociraptors = 


Oviraptors 


Sat or ae — ` As Dylan examines the gas mask he found, he spies one of the 
= ? Gef baffling Helmet People preparing to shoot him from behind. He 


41143 Y + * 
ducks and comes up ready to fight, but th has the d 
= * S a s ES l him, and it looks like peur AA —+ 
a a B e a mM 8 a 8 7 E B B { girl vanishes as inexplicably as she appeared, leaving behind 
> rT 


of nowhere to help. Together they overpower the shooter, but the 
only a necklace that Dylan finds startlingly familiar. Regina 
` a S / arrives just in time to hear some of Dylan's life story, and they 
PE E ‘ H ~ Eee pee decide to go back to the jungle and explore the Missile Silo. 
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WEAPON RECOVERY MAGACINE TOOL 


THE SHOP 


Notes: Buy the Gold Card (it doubles the credit you get for each kill), save your game, stock up on ammo, and buy 
medical supplies if you need them. 


After traversing the wilds one 
more time, Regina arrives at 
the last unexplored section of 
the jungle. 


WEAPON RECOVERY MAGAZINE TOOL 


Notes: Save your game, stock up on ammo, and buy medical supplies if you need them. 
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Giganotosaurus 
Meaning: Giant Lizard 


Length: More than 20. meters 
Height: More than 7 meters 


Combat Notes 
There is nothing known about their attacking behaviors. This can mean two things. 
One is that no such dinosaur exists. Two is that every soldier who did encounter it 
` has disappeared without a trace. Soldiers have strayed away from the troop; approxi- 
S mately 70 percent of their bodies have not been found. Judging from this, we cannot 
SA ignore the fact that there just may be a gigantic dinosaur who has swallowed our 
D men whole. Anyone who has seen the giant hasn't lived to tell about it. 


When Regina steps outside, she's met by SS = a aa in a 

her old ege one-eyed T. Rex—who S a a a Li E | a a = S LC mM . m a 
snarls threateningly just before the arrival "BR m- = E : : T 

of the biggest meat-eating dinosaur ever. 
The Giganotosaurus proceeds to bash Rex 
aside like a rag doll (a very ferocious little 
rag doll, though). The two fight, insofar as a 
Tyrannosaurus gnawing on a == ss = — E e? 

Giganotosaurus's ankle is a fight, and SS A 24 ero Y e 

Regina flees inside. Dylan has just arrived a a SW a x E) a a B DW o] SW Me 
with the boat but, before they can evacuate 2 
with the crucial Third Energy Disk, the Missile Silo suffers a fatal malfunction. The tussling lizards have somehow triggered = 

a 10-minute launch countdown! Naturally, Dylan and Regina view a nearby missile detonation as a conclusion to be avoided, ae 
despite the fact that they've been trying to destroy the dinosaurs for hours now, and a nuclear missile seems like a pretty 

thorough way to do it. Regina heads up to disarm the missile while Dylan goes to find any survivors that might like to escape 

with them. Regina enters the silo proper only to run into the Giganotosaurus again. "Rar," it says, and attacks Regina, who — 
uses a a Nanay flammable gas energy injection terminal to counter its assault. 


DOC CTT 


88  PRIMAGAMES.COM 


PRIMA'S OFFICIAL STRATEGY GUIDE 


You need to restore power to the gantry bridge this time. 
However, the fuse boxes keep overloading, like they did 
back at the Energy Facility. You already know how to do 

- this, and this time, it's even easier Use Regina's Large 
Stungun blade to hit the boxes when they blink red. 
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Uh-oh! Looks like Sleeping a = ] e . a í 


Beauty's awake again; even 
near a decommissioned 
missile, this giant lizard spells 
trouble. Sure enough, it makes 
a wreck of the place, and 
Regina barely gets out alive. 
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Having escaped the Giganotosaurus and 
the destruction of the Missile Silo, Regina 
rejoins the boys at the Patrol Ship. 


: : | A ae 
UCCLE 
DINOS: 


Regina meets up with Dylan and David at a boat dock, and they all agree that the farther 
away they can get from a burning nuclear missile and a gigantic dinosaur who rises 
from the dead, the better. However, to get downriver, they have to open the gate across 
the water. Dylan and David take on the task. 
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David needs covering fire to protect him 
from curious Velociraptors while he opens 
the gate manually, and Dylan just happens 
to be standing right next to a powerful 
cannon. Use the gun to blast Velociraptors 

away from David while he turns the wheel. 


Dylan meets up 
with the 
- mystery girl, 
who leads him 
to the Habitat 
Support Facility. 
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Having successfully lowered the gate, 

David and Dylan are returning to Regina a wl L a = * a a e E a wl we a x 

when an Allosaurus pops out from nowhere > 

and attacks! It has Dylan in its jaws until $ 

David hits it with a rocket and then pushes 

Dylan in the river, sacrificing himself in the 

process. He dies a grisly death, and Dylan 

wakes up in a grassy clearing to find 


himself being inspected by the weird girl, 
who indicates that he should follow her. 


A yoyo 
questions will be answered. The Sealed Section contains the final section _ 
of walkthrough and all the information on the bonuses you can earn in 

- Dino Crisis 2. Read on. 
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RESEARCH FACILITY 
A y E \ EDWARD CITY 


PATROL SHIP ' 
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ENERGY REACTOR 


HABITAT FACILITY 1 


U.S. $9.99 Electronic Entertainment 


s S Platform: PlayStation® game console 
ITS A JUNI 


J OUT THERE... 


a Sealed section with all secrets and endings revealed 


a Enemy charts with complete Dino stats 
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@ Details for surviving the Crisis 


@ Points system explained 
(e Dino-defeating tactics revealed 


(e Handy map appendix 


—— BEE? 3D MAPS 


A (DAMAGE, MAGAZINE 


ocket Launcher 


COMPREHENSIVE WEAPONS, 
ITEMS, AND TOOL CHARTS 
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